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The Nature of this Core Changes 
Player’s Handbook (new variants) 


The purpose of this booklet is not to provide a compr- 
ehensive list of brand new rules with the 3.5 revision. 
Instead, what we want to do is to show you a broad 
picture of what has changed and to provide you with 
support for updating our most popular product. 


Do you need to make these changes? 
It's up to you. 


This booklet is aimed at Players and Dungeon Masters 
who appreciate a more competitive and precise ruleb- 
ook and who need faster, official rules to impart the 
improvements necessary to put in place a higher qua- 
lity game. 


In fact, these rules are designed for official settings 
and for competitive and dynamic game tournaments. 
As far as these variants are concerned, the community 
has largely expressed itself by approving these chang- 
es. 


We, on a personal note, clearly want to emphasize that 
these game dynamics were conceived by dynamic and 
exalted minds who want to fully enjoy our 3rd edition. 


P.H. (NEW VARIANTS): 


Attack: 
The numerical maximum of the Base Attack Bonus 
Must now be considered for each attack. However, 
a full attack round only adds up to a maximum of two 
attacks. Extra attacks can still be performed in the 
Attack Round through the use of multiple weapons, 
natural weapons, and feats (such as dual-wielding, 
bites, horns, appendages, etc.). 


Standard Action: 

Any use of the Standard Action, including casting 
spells and other complex interactions, will end the 
character's turn. Feats, spells, items, and special 
exceptions that can grant extra actions will work as 
usual. 


Critical hit: 

Critical hits are landed without the need for confir- 
-mation. Any confirmation merely duplicates the 
critical damage multiplier. If a critical hit is doubled 
consecutively on a third roll, resulting in the maximum 
die score, it will be considered a successful assassin- 
-ation attempt, resulting in the death of the opponent. 
Players can make a Fortitude check (at the DM's disc- 
-retion) to faint under zero hit points instead of incurr- 
-ing instant death. This check DC is equal to the 
massive damage rules. 


Movement: 

A single five-foot step can be performed at the beginning 
of the character's action round without depriving him 

or her of the regular movement action. 


Skills: 

From the first level, the skill rank cap is now set at twenty 
maximum points. Starting from Epic Levels, the new 

skill rank cap will increase to thirty maximum points. 
Each character, from the first level, will gain Spot, Listen, 
and Search as class-trained skills. A natural one on the roll 


is always a failure, and a natural twenty is always a success. 


Feats, spells, items, and special exceptions will work as 
usual. 


Spells: 
Heal and damage spells now add the caster's class modifier 
to the result of their rolls. 


Feats: 
Characters are now gaining bonus feats for every normal 
or prestige class addition that they already possess. 


These rules offer a logical and streamlined framework 
for combat, with only one numerical maximum for the 
Base Attack Bonus and a limit of two attacks during 
full attack rounds. This system promotes strategic 
thinking during combat and minimizes waiting and 
calculation. Players still have the option to perform 
extra attacks using multiple weapons, natural weapons, 
and feats, adding variety to the combat system. 


The standard action limitation adds realism to the game, 
encouraging players to consider their actions carefully 
and avoid wasting turns. This limitation prevents 
unrealistic "dancing" around the battlefield or overly 
complex and unlikely manipulations. 


The critical hit rules make combat more exciting and 
dynamic, with the potential for instant death adding a 
realistic and tense sense of danger. However, the 
Fortitude check option provides players with a chance 
to avoid instant death, adding another layer of 
involvement into the game. 


The movement rules provide a balanced and fair way 
for players to move around the game world, preventing 
excessive movements or combat exploitations. 


The skill rank cap and the inclusion of certain skills 

as class-trained skills create a clear progression system, 
allowing for more individual specialization and better 
point management. It also ensures that characters are 
well-rounded and more competent in basic areas. 


Finally, the inclusion of class modifiers in spellcasting 
and bonus feats for class additions provides players with 
a sense of progression and reward for their choices, 
preventing low-level spells from becoming obsolete 

at higher levels. 


Overall, these rules create a well-balanced and logical 
system that enhances the gameplay experience and 
encourages strategic decision-making. 


Optional (for roleplay): 

Intimidate, Bluff, and Diplomacy can now affect 
players, who must act accordingly. These skills can be 
countered by a Will saving roll or a Sense Motive 
check. 


